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In'troduc'tion 
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Beginning Quickly 

Check the contents of your gome box. It should contain this 
rule book, o CD-ROM, ond on instollotion cord. The rule book 
exploins how to ploy flnuti of Down. It olso contoins infor- 
motion on the world of Tempest, its mony monsters, how 
to select one of fiue Player Chorocters, os well os o list of 
spells and their effects. To ploy flnuil of Down, instoll your 
CD-ROM occording to the instructions on the instollotion 
cord. 

fln opening cinematic introduces the gome and sets the 
stage for the plot to come, fit the end of the cinematic, you 
may pick the Player Charocter of your choice. Fiue Ployer 
Chorocters present themselues for your approuol. Eoch 
steps forward when clicked on, ond o wise soge, fizorioh, 
giues o brief reuiew of the Ployer Chorocter's obilities. To 
begin quickly, click on the Player Chorocter of your choice 
and then on the Accept option ot the bottom of the screen. 
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If you wish to chonge your Ployer Chorocter's name or 
alter their ability leuels, see the section "Modifying Vour 
Ployer Choractei^' beginning on poge 18. 

Anvil of Down requires the use of a mouse. Wherever the 
term "click" is used, it means to move the mouse cursor 
over the indicated oreo on the screen and press the left 
mouse button. 

"R-click" means move the cursor to the indicoted oreo ond 
press the right mouse button. 


Help 

Anvil of Down's Help system enables you to leorn gome ploy 
quickly ond eosily. It is unobtrusive ond con be used effec- 
tively by both beginning ond experienced players. 

The FI key on your computer keyboard toggles Anvil of 
Down's Help system on ond off. When Help is on, o short text 
description appears in the upper left hand corner of the 
Gaming Screen whenever the cursor is placed over on oreo 
of the Doming Screen where on oction con toke ploce. In 
most coses, clicking completes the oction disployed. For o 
few octions, on R-click is required. (Note: On the Chorocter 
Sheet, help messoges oppeor in the text bar to the middle 
right of the screen). 


Ir>-terfoce 

The Interface for Anvil of Down is to the right of the 
Gaming Screen. The Ployer Chorocter's portroit oppeors in 
the upper right-hand corner Clicking on the Chorocter 
Portroit tokes you to the Character Sheet, which includes 
the Player Chorocter's inventory, status, gome options, ond 
disk options. 

Clicking on the health and spell statistics bors will display 
your chorocter's current Hit Points ond Spell Points. 
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The boxes beneotb the portroit show objects, such os 
weopons, which ore in the Ployer Character's hands. You 
must click on an in-hand object or weapon to use it. 

In the areo beneoth the object boxes, spell icons appear 
Click on a spell icon to cost the spell. Spells ore successfully 
cost only if enough Spell Points exist to cost them. Your 
Ployer Character does not begin with ony spells in his or 
her spell book, but acquires spells throughout the gome by 
finding scrolls and meeting with NPC's willing to pass on spell 
knowledge. 

While exploring dungeons, o composs and Local flutomop 
oppear in the bottom right-hond corner of the Gaming 
Screen. The compass indicates which direction the Player 
Chorocter is currently facing. The Locol flutomop shows 
whot is in the immediote vicinity of the Ployer Character 

While exploring exterior mops, no Local flutomop is ouoiloble. 
However; clicking over the porchment on the bottom right- 
hand side of the Doming Screen brings up on overoll game 
mop of the world of Tempest. 
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Making "the Interface Inc#isib(e 

By selecting vorious options on the Options Screen, the 
interface can be mode either partially or completely invisi- 
ble, adding to the full screen enjoyment of the gome. To 
choose which interfoce icons oppeor on the right side of the 
screen, bring up the Options Screen. Pressing F3 will present 
the Options Screen. Or; click on the Chorocter Portroit in the 
upper right hand corner of the Gaming Screen to bring up 
the Character Sheet, ond from the Chorocter Sheet, click on 
the Options Icon to go to the Options Screen. 

On the left-hand side of the Options Screen is a column of 
choices including Hands, Spells, flutomop, and Icons Visible, fl 
%/ in the box to the left of the choice indicates the choice 
will be visible on the Goming Screen during ploy. Clicking on 
the box to remove the removes the ossocioted icon from 
the Goming Screen. 

When ploying with all or some of the interface invisible, a 
movement of the mouse cursor into the upper or lower 
right-hond corner of the Goming Screen tempororily brings 
up the interfoce for use. 


Quit-fing 

Pressing the ESC Key from the Goming Screen (while exploi — 
ing dungeons or outside scenes) brings up the Main Menu. 
The choice in the lower right corner is Return to DOS (your 
operoting system). 

The Moin Menu con olso be accessed from the Sove/Restore 
Screen, where one of the selections is o Main Menu button. 
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ENTER THE WORLD OF 
TEMPEST 


The History of the of Oavun 

Long before the creotion of man, before the heavens formed, 
there u<as the Eternal Storm, o void in which nothing and 
everything existed ot once. Within this dorkness the Ancient 
Immortols resided. Known os the children of the Void, or the 
gods, they embodied both good and evil. In time, the Void 
endowed these gods with the secret of "making" 

In the center of the dorkness, the Void brought forth o 
shoft of light. This was the flnvil of Down. It become the 
essence of light, and about it the gods gothered to use the 
secret of moking. First come the elemental forces, forged by 
the gods using the flnvil of Dawn. Forth, Wind, Fire, and 
Watei; these were bound by lightning into the shape of a 
world, into the land known os Tempest. To this day still, the 
flnvil of Dawn appears to foil from the heavens, o shoft of 
light plunging into the very depths of the world. 

In its early days, the world writhed in chaos. Fire bottled 
ice, os did the earth fight the woters, while mighty winds 
roged ocross both lond and sea. Each of the natural forces 
struggled to claim Tempest os its own. 


The gods intervened. Working together; they forced a poet, 
on unstoble peace, to keep the worring elements apart. Man 
himself become this poet. He wos the gods' finol creotion, 
one forged from a piece of all the others. Man become a liv- 
ing contract omong the elements comprising his form. The 
Forth become his flesh ond orgons. Fire his blood, the Wind 
his breoth, ond Woter his body's fluids. Lightning provided 
movement and thought, while from the Void came the spirit 
of man. 

With the essence of the Void forged into his being, man pos- 
sessed the innate ability to control and speak with the ele- 
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ments. From this relotion, o longuoge formed, one composed 
of various symbols. In this woy, the discipline of mogic 
came into being. 


To man's delight, he found the surfoce of Tempest covered in 
green grasses, trees, ond mony wondrous forms of life, all a 
gift of the Void. Man ond the elements lived on oge ond 
more in peoce. In time, this peoce fell before the schemes of 
o dork god. Knowing thot his brothers ond sisters were 
elsewhere, the dork one cost his shodow upon the world, 
plocing evil in the heorts of men and giving birth to the dark 
roces of Tempest. The oge of innocence came to an end, 
with Tempest forever locked into o bottle of light and dork. 
Never again could the gods ogree on their creotion. Their 
deeds came one by one, age by oge, os each ottempted to 
tip the bolonce between the warring forces. 


So it is in this age. fl greot lord of bottle hos orisen, a 
parogon of ruthless evil. Behind him rally the dork races. 
Storming out of their traditionol lands, across the greot 
chosm known os the Scor; they threoten everything. No 
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champion con stond ogoinst them. No ormy con defeat 
them. 

The Warlord stands ot the head of his armies, absolute ond 
invincible. 

It is soid the dark gods have gifted the Warlord with o 
mysterious magic, one well able to grant him victory ogoinst 
the peaceful inhobitonts of Tempest. This source of the 
Worlord's power lies in the lond of Desolation, far ocross the 
Scor in o wostelond few men hove ever seen. 



In desperation, o lost few odventurers hove pledged their 
skills ond their lives to defeot the evil of the Warlord. They 
are the light's lost hope of destroying the source of the 
warlords power and defeoting the worlord himself. One of 
them must succeed. 
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BRSIC PLRV 


Mo^emen-t 

On the Coming Screen, when the mouse cursor is an arrow, 
a click moves the Ployer Chorocter in the direction of the 
orrow. fls you move the cursor about the Gaming Screen, 
the cursor changes into whatever directionol orrows ore 
ovoiloble. Holding the mouse button down continues move- 
ment in the chosen direction. 

When the Ployer Chorocter is outside, rooming the hills and 
ploins of Tempest, movement tokes place in steps, from 
node to node, fit some nodes, you hove the choice of mov- 
ing forword or turning oround to reverse direction. On some 
others you will hove o choice of three directions, and, on a 
few, four directions. 

Encounters u/itb the Inbabitonts 
of T empest 

Dialogue 

Place the cursor over o Non-Ployer Chorocter with whom 
you con speok and the cursor becomes o diologue bubble. 
Click and one or more Key Words appeor below the Ployer 
Chorocter's portroit (replacing the stotistic bors, object 
boxes, spell icons, etcj. 

Click on a Key Word ond a short exchange of diologue 
occurs. Fill encounters shore the Key Word Greet. Choosing 
Greet often results in the oppeoronce of another Key Word. 
Subsequent Key Words moy octivote the oppeoronce of 
more Key Words. 

After o Key Word hos been chosen, it groys out. fi groyed- 
out Key Word con be picked a second time. 

The dialogue octivated by o Key Word may chonge depending 
upon circumstances in the gome. Certain Key Words them- 
selves moy oppeor only if the Ployer Chorocter hos token 
specific octions or ochieved specific goals. 
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Choosing Good-bye ends the encountetj os does a R-click 
during the encounter Clicking during on encounter skips 
through diologue you mag houe olreody experienced. (Note: 
not oil encounters houe o Good-bye keycword, but may end 
ivith some dialogue or oction taken by the NPC). 

Object® 

Choosing certoin Key Words, such os Trode, results in on 
object being token from or given to the Ployer Chorocter In 
the beginning of the gome, during the encounters with the 
Weopon Smith ond Court Magician, choosing the Key Words 
representing various weapon and mogic types results in the 
Ployer Chorocter acquiring that type of weapon or mogic. 


Combat 

R host of dangerous creotures room the dork corners of 
Tempest. Beasts such os the Cocofiend, Blood Spown, Murk 
Elemental, ond the Oevourer of Souls owait ony hero who 
sets out to defeot the Warlord. 

To fight, the Player Chorocter must hove o weapon in-hond. 
In-hond weapons appear in the boxes below the Chorocter 
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Portroit on the Gaming Screen. Clicking on the box contain- 
ing o weapon uses the weapon. 

Weopons may olso be used by plocing the mouse cursor 
over the target creoture. When the mouse cursor becomes 
on ottock cursor; o click uses the weapon in the left box 
(right hand) and an R-click uses a weopon in the other hand. 

Weopons oppeor in vorious dungeon locotions or ore given 
to the Player Chorocter by Non-Ployer Choracters (NPCs). 
When the Ployer Chorocter explores the Polace at the 
beginning of the game, he or she encounters the Weopon 
Smith and is given o choice of weapons to stort. 

Like any object, weopons may be picked up by plocing the 
cursor over the object ond clicking. This places the object 
on the cursor: There ore two ways the object con be ploced 
into Inventory. 

1. R-click while the object is on the cursor: The object is 
ploced in Inventory: 

2. Move the cursor holding the object over the Character 
Portroit in the top right bond corner of the Gaming Screen 
ond click. The Chorocter Sheet appears, replacing the 
Goming Screen. The lorge red box to the right of the Ployer 
Chorocter figure is the inventory box. Ploce the cursor con- 
taining the object over this box and click. The weopon or 
other object is now in Inventory. 

Ploce weopons in hand from the Chorocter Sheet. Toking o 
weopon from the Gaming Screen or from Inventory, place it 
over the Ployer Chorocter figure and click. Weapons (or any 
object) con be ploced into the Ployer Character's hand from 
the Goming Screen by picking up the object, moving it over 
the in-hond box, and R-clicking. The object will move into 
the in-hand box. If on object wos olreody in the in-hond 
box, it will be traded out for the new one. 

Tbrou/n and Ranged Weapons 

Some weapons can be thrown or fired at opponents, keeping 
o greater distance between the Player Chorocter ond don- 
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ger Exomples of these u/eopons ore throwing knioes ond 
crossbows. 

When using ronged weapons, be coreful of running out of 
ammunition. Throwing knives must be retrieved ofter eoch 
use. It is wise to retrieve ong crossbow bolts fired ogoinst 
ottocking creotures. 

Ammunition for ronged weapons is outomoticollg drown 
from inventory, even if the ammunition is contoined in o 
sock or chest. 

Rttacking Opponen"ts 

Chorocters most often engoge in "melee combat" which is 
foce-to-foce bottle using weopons such os swords ond bot- 
tle oxes. Other options include costing spells and ronged 
combat using o crossbow. 

Combat Strategies 

A Ploger Chorocter who uses thrown weopons should corry 
them in-hond. Be sure to recover your chorocter's ronged 
weopons ofter eoch bottle. It is best to collect oil the 
ronged weapons your chorocter finds, for they ore used 
quickly in bottle. 

Prepare your Ployer Chorocter for bottle before opening 
doors, climbing or descending stoirs, or pushing ony button 
thot might open o door or secret wall. Monsters often woit 
behind closed doors and secret walls. 

Poy ottention to the composs on the screen to help with 
mopping. 


Spells of Elemental Magic 

Magic in Anvil of Down is steeped in the history of Tempest, 
drown from o culture which emphasizes mystic forces, gods, 
the powers of light ond dork, ond relationships omong spe- 
cific elemental forces. 
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There ore twenty-four spells belonging to the disciplines of 
Earth, Flesh, Fire, Wind, Water; Lightning, and Void. 

When o spell is ovoiioble for use, on icon for thot spell 
oppeors below the Ployer Chorocter portroit and stotistics 
bors on the Gaming Screen. Clicking on the icon costs the 
spell. 

The Ployer Chorocter must hove sufficient mogicol energy, 
or the attempt to cost the spell moy foil. Mogicol energy is 
restored over time or vio speciol mogicol means. 

During the gome, the Ployer Chorocter ocquires spells by 
encountering the various Non-Ployer Chorocters (NPCs) in 
the gome or by finding scrolls which convey the knowledge 
of the spell. 

For more information on spells, see the section "The Spells 
of Tempest',' storting on poge 42. 
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Oe-toNs^ Oe'taHs^ De-boMs 


Modifying Vour Player Character 

After the opening cinemotic of Anvil of Down, when the 
Chorocter Selection Screen oppeors, you will need to choose 
o Player Chorocter Each Player Chorocter hos the some 
obilities. However; eoch Player Chorocter's proficiency in 
these obilities is different. 

Click over o Ployer Character ond the chorocter steps for- 
ward. A wise soge speaks o short line of text related to the 
Player Chorocter's abilities, ond ot the bottorr* of the screen, 
the following buttons oppeor: 



Choose on option by clicking over it. If Accept is chosen, 
the Ployer Chorocter steps bock in place and the gome 
begins. If More Detail is chosen, o new screen is displayed. 

More Oet^ail 

When More Detail is chosen, o screen displaying the Ployer 
Chorocter's nome and o pre-ossigned pool of attribute 
points is displayed. The attributes ore: Strength, Stomino, 
Agility, ond Power At the bottom of this screen the following 
buttons oppeor: 



Accept ond Reject ore self-explonotory. 


r~ 


When Edit is chosen, o new screen oppeors on which some 
attribute points ore pre-ossigned, but others con be dis- 
tributed from on ovoiloble pool os you wish. Plocement of 
ottribute points is done by clicking over the ottribute in 
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which you wish to ploce on ovoiloble point. If you moke o 
mistake when ollocoting ottribute points, you con R-click 
over the ottribute to return the point to your ollocotion 
pool. All ottribute points must be ossigned before the choice 
Done oppeors next to the Reject button at the bottom of 
the screen. 




Clicking on Done brings up the Ployer Chorocter's nome. 
Press ENTER/RETURN to keep the default nome, or type in 
the name of your choice. When the new name hos been 
entered, pressing ENTER/RETURN ends the Ployer Chorocter 
generotion process. 
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Rdc^anced Player Character 
I of o r rr> at( o n 

Rrrnor 

In Anvil of Ootun, the armor worn b(j the Ployer Chorocter 
reduces damoge done bg the opponent's attack whenever 
the opponent mokes o hit. 


Level of Armor Protection Damage Reduced 


Unarmored 

0/ 

Protected 

1-1 oz 

Lightly Armored 

1 1-30Z 

Well Guarded 

31-HOZ 

Moderately Armored 

H1-60Z 

Stalwart 

61-70Z 

Heavily Armored 

71-90Z 

Formidoble 

91-99Z 

Impervious 

100Z 


Rttributes 

The ottributes chosen when selecting a Plager Character 
determine his or her fighting skill and mogicol obilities, so o 
cleor understonding of eoch is valuable to gome plog. While 
the noting of eoch is disploged simply os o number of points 
during Chorocter Generotion, ranging from a potential 1 to 
10, the effect of these points con be complex. 

Strength 

Along with Stomino, Strength determines the number of Hit 
Points with which the Plager Character storts the gome. 
Strength + Stamina X 10 determines the number of Hit 
Points, up to 0 maximum of 200. 

Strength determines the amount of weight the Ploger 
Chorocter con carry before he or she becomes encumbered. 
Strength X 10 = the weight in kilograms the Ploger 
Chorocter con corrg, up to o moximum weight of 100 Kg 
(slightly more than 200 lbs). 

Strength increases the omount of domage inflicted with 
hand-to-hond ottocks. Add +1 domoge for every 2 points of 
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Strength possessed by the Ploger Chorocter^ up to o moxi- 
mum of ■*■5 damoge for hand-to-hand attacks. 

Amulets found along the way in Anvil of Down con be used 
to permanently increase the Ploger Choracter's Strength. 

Stamina 

Along with Strength, Stomino determines the number of Hit 
Points with which the Player Character storts the game. 
Strength + Stamina X 10 determines the number of Hit 
Points, up to a moximum of 200. 

Stomino determines how quickly the Ploger Chorocter tires 
from continuous oction. Each time o weapon is swung, o 
moveable block or boll is pushed, or if the Ploger Chorocter 
is encumbered. Strength ond Agility are odjusted, based on 
Stomino. 

A hidden counter measures continuous oction ogoinst the 
Player Character’s Stamina, odjusting Strength and Agility 
when the Stamina level is exceeded. 

Strength and Agility lost due to fatigue return during gome 
play (as long os the Ploger Chorocter is not continuolly 
engoged in strenuous action). 

Amulets found along the way in Anvil of Down can be used 
to permonently increase the Player Character's Stamina. 

Rgility 

Agility determines the Player Choracter's odds of making o 
hit in bottle. In combot, o Player Chorocter's Agility is com- 
pored to thot of his or her opponent and bonuses to hit ore 
opplied. 

Opponents in Anvil of Down possess their own Agility not- 
ings. If on opponent has a higher Agility thon the Ploger 
ChoracteFj the bonus to hit goes to the opponent. 

Pocuer 

Power determines the number of Spell Points with which the 
Player Character begins the gome. Power X 100 = the 
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Player Chorocter's storting nurrtber of Spell Points. 

Power determines the effectiveness of the Player Chorocter's 
spells. For every 2 Power Points, the domoge coused by o 
spell cost by the Player Chorocter increases by 20Z. 

Power determines the rote ot which the Ployer Chorocter 
regenerotes his or her Spell Points. 

Encumbrance 

Encumbrance occurs whenever the Player Chorocter corries 
more in weight of objects thon his or her Strength allows. 
The result is thot the Ployer Character tires in much the 
some woy os if engoged in continuous oction, such os 
swinging o weopon or pushing ogoinst o moveable block. If 
the weight being carried is reduced, the Ployer Chorocter 
begins to recover For more informotion, see the section 
''Stomino" on page 21. 

Experience Poin'ts 

Experience is broken into two different types: weopon ond 
mogic experience. Whenever the Ployer Chorocter inflicts 
domoge with o weopon or o mogic spell, o number of 
Experience Points equol to the domoge value is odded to the 
oppropriote Experience Point type. 

Upon leoving o dungeon, if the Ployer Chorocter has 
ocquired sufficient Experience Points to advance o level, on 
Experience Screen is disployed, showing o pool of Experience 
Points which con be distributed among the various weopon 
and spell dosses. 

For weopons, distribute the ovoiloble pool of Experience 
Points among Hocking, Thrusting, Slashing, ond Ranged 
Weapons. 

For spells, distribute the ovoiloble pool of Experience Points 
omong the Elementol Disciplines of Magic, such os Eorth, 
Wind, Fire, Wotei; Lightning, Flesh, ond the Void. 

Experience in o porticulor weopon or spell type indicotes the 
Ployer Chorocter's proficiency with that doss of weapons or 
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spells. For exomple, o crossbow used by o Ployer Chorocter 
strong in Ronged Weopon skills does more damage than one 
used by o Player Chorocter weok in thot skill. The spell 
Oeodly Spores of Eorthen Rot cost by o Ployer Character 
strong in Eorth Mogic does more domoge thon the some 
spell cost by o Ployer Chorocter weak in Eorth Mogic. 

Once the earned Experience Points ore distributed, clicking 
on the Done button in the lower right of the Experience 
Point screen returns you to gome ploy. Experience points 
must be assigned to Weopon ond Mogic dosses before you 
con continue gome ploy. 

There ore o moximum of ten levels for eoch Weapon and 
Mogic Closs. 


Weo pon Experience L evels 


Level Nome of Level 


1 

Novice 

2 

Competent 

3 

Trained 

H 

Proficient 

5 

Experienced 

6 

Accomplished 

7 

Skilled 

8 

Seasoned 

9 

Expert 

10 

Moster 


Moq ic Experience Lev/els 


Le^el Nome of Level 


1 

Initiote 

2 

Neophyte 

3 

Apprentice 

4 

Talent 

5 

Transcendent 

6 

Accomplished 

7 

Moren 

8 

Adept 

9 

lioestro 

10 

Archmaqe 


Hit Point® 

The Player Chorocter's obility to u^ithstond damage before 
dying is measured in Hit Points. Together; the attributes of 
Stomina ond Strength determine the number of Hit Points 
u/ith which the Player Character starts the game. Strength 
+ Stamina X 10 equals the number of Hit Points, up to a 
maximum of 200. 

The base Hit Points with which the Ployer Chorocter starts 
the game can be added to during play by acquiring potions 
called Draughts of Heightened Mortolity. These potions 
increose the Player Character's permanent Hit Points during 
ploy. 

Click over the Hit Point ond Spell Point bars below the 
Charocter Portrait on the Coming Screen to see the current 
status of your Ployer Chorocter's Hit Points and Spell Points. 

Spell Point® 

Spell Points indicate the omount of mogicol energy available 
to cost o spell. They ore used each time o spell is cast ond 
regenerate at o given rote over time. If sufficient Spell 
Points ore not ovoilable, the attempt to cost the spell foils. 

Click over the Hit Point ond Spell Point bars below the 
Charocter Portrait on the Gaming Screen to see the current 
status of your Player Chorocter's Hit Points ond Spell Points. 
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The Spell Points ovoilable to the Player Charocter ore 
determined during Chorocter Selection by the Attribute of 
Power Power X 100 equols the number of Spell Points. Spell 
Points can be permonently increased during game ploy by 
using potions called Draughts of Heightened Mogic Power 



The Character Sheet 


From the Gaming Screen, click on the Ploger Chorocter por- 
troit to bring op the Chorocter Sheet. Items described in 
this section ore in the order theg oppeor on the Chorocter 
Sheet, storting in the upper left-hond corner 



The Ploger Chorocter portroit oppeors ogoin on the 
Chorocter Sheet, in the upper left-hond corner 6elou« it ore 
the heolth ond spell bors. Clicking with the cursor over 
these bors displogs heolth ond spell stotistics in the text bor 
to the middle right of the screen. 



Examine Objects 

To the right of the Ploger Chorocter portroit is the Ege 
icon. This ollows gou to exomine objects. Pick up on object 
from Inventorg bg clicking over the object. With the object 
on the cursoi; ploce it over the Ege icon ond click ogoin, 
holding down the mouse button, fl description of the object 
oppeors in the stone-colored box ot the bottom center of 
the screen (where the Attributes of Strength, Stomino, 
Agilitg, ond Power ore normollg disploged). ’ 
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Use an Object 

The Honds icon (to the right of the Ege icon) ollows gou to 
use on object. Pick up on object bg clicking with the mouse 
cursor over the object. Wtth the object on the cursor; click 
over the Honds icon. The object is used. If, for instonce, the 
object is o suit of ormor, it is ploced over the Ploger 
Chorocter figure on the lower left of the Chorocter Sheet. 

Character Figure 

Below the portroit of the Ploger Chorocter is the Chorocter 
Figure. Armor; weopons, ond objects such os socks con be 
ploced directig on the figure bg plocing the object over the 
figure ond clicking. Socks ond chests con be ploced in the 
figure's honds. Once o sock or chest is ploced in the figure's 
left bond, it is considered open ond its contents ore dis- 
ploged in the box to the right of the Inventorg box. 

Inuentory Box 

The lorge red box to the right of the Chorocter Figure is the 
Inventorg box. Objects con be ploced freeig within this oreo. 

On the Goming Screen, objects ore be picked up bg plocing 
the cursor over the object ond clicking. This ploces the 
object on the cursor: The object con now be ploced in 
Inventorg two wogs. 

1. R-click while the object is on the cursor The object is 
ploced in Inventorg. 

2. Move the cursor holding the object over the Chorocter 
Portroit in the top right bond corner of the Goming Screen 
ond click. The Chorocter Sheet oppeors, replocing the 
Goming Screen. Ploce the cursor contoining the object over 
the Inventorg box ond click. The weopon or other object is 
now in Inventorg. 

Container Box 

To the right of the Inventorg box is the Contoiner box. The 
imoge of o sock ond o chest lie within the Contoiner box. 
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Plocing o sack or o chest within this box both ploces it in 
the Ploger Chorocter's bond ond opens it. Remooing the sock 
or chest from the Ploger Chorocter's hand closes it. 



Magic Icon 

Above the Container box is the Mogic icon, o couldron from 
which colorful energies bubble forth. Clicking on the Mogic 
icon takes gou to the Spell Book, o journol containing o 
short description of eoch spell acquired by the Player 
Chorocter Clicking opens the Spell Book. A click in the upper 
right corner of the Spell Book pages forword. A click in the 
upper left corner of the Spell Book poges bockword. Clicking 
on the lock (or R-clicking onywhere) closes the Spell Book. 

Eoch poge of the spell book olso contains on imoge of the 
spell icon, so thot the spell ond its icon con be easily osso- 
cioted. 

Re'turn "to "the Gaming Screen 

Clicking on the Coming Screen icon in the upper right~hond 
corner of the Chorocter Sheet returns you to the Coming 
Screen. 

Information Icons 

The six icons displayed below the text bor ore: 



Stotistics 
Experience Levels 
Armor Class 


Active Magics 
Affliction 
Encumbrance 



Clicking on on informotion icon will disploy text regording the 
chosen icon. The text oppeors in the oreo where Ployer 
Chorocter Attributes ore normolly displayed. 
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IH Stotistics shows the Ployer Chorocter's current 
Attributes, in terms of Strength, Agility, Stomino, ond Power 
These ore disployed os dots from 1 to 10. If one of the 
Attributes is roised obove 10, o lorge dot oppeors to rep- 
resent the number 10, while smoll dots continue to repre- 
sent increments of one beyond 10. For more information on 
Attributes, see the "Attributes" section on poge 20. 


b 9 Experience Levels shows the Ployer Character's current 
rotings for oil possible mogic and weapons experience. These 
ratings ore expressed in terms of levels, from novice to 
master in the cose of weapon skills ond from initiate to 
orchmoge in the cose of mogic skills. A skill level is shown 
for eoch type of weopon, from Hocking to Ronged Weopons, 
ond for each type of mogic, from Eorth mogic to Void magic. 
Click with the mouse cursor over the Experience Levels area 
to scroll through oil of the possible levels. 


Armor Closs shows the Ployer Chorocter's current 
ormor noting from unormored to impervious. 


fl Active Mogics shows whotever spell effects or potions 
moy be currently octive on the Ployer Chorocter The num- 
ber of effects ond their durotion is olso displayed. 


^si Affliction shows whether or not the Ployer Chorocter 
hos been poisoned or is suffering from exhaustion. Greot 
exertion, such os moving heavy blocks ond continuol fight- 
ing, cause exhoustion. If the Player Chorocter is 
Encumbered, carrying more weight thon his or her Strength 
ollows, the rote of exhoustion in performing strenuous 
activity increases. When the Ployer Chorocter suffers from 
poisoning, the Chorocter Portroit turns green. 


Encumbronce shows whether or not the Ployer 
Chorocter is encumbered from carrying too mony objects, 
items, or supplies. 
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Qaes't Journal 

The book emblozoned with the J is the Quest Journal. 
Entries to the Quest Journol ore mode outomoticoll«j os you 
oduenture, keeping o record of mojor quest objectives. 
Clicking opens the Quest Journol. Fi click in the upper right 
corner of the Quest Journal pages foreword, fl click in the 
upper left corner of the Quest Journal poges bockeword. 
Clicking on the lock closes the Quest Journal. 



Options Icon 

The icon below the Quest Journol is the Options icon. Clicking 
on the Options icon brings up the Options Screen. 

By selecting various options, the interface can be mode 
either partially or completely invisible, odding to the full 
screen enjoyment of the game. On the left-hond side of the 
Options Screen is o column of choices including Hands, Spells, 
Outomop, and Icons Visible. On in the box to the left of 
the choice indicotes the choice will be visible on the Coming 
Screen during play. Clicking on the box to remove the 
removes the ossocioted icon from the Coming Screen. See 
the section "Moking the Interfoce Invisible" storting on poge 
9. 

Below the interfoce options on the Options Screen ore 
options to send flutomop output to the printer or to disk. 

In the middle column of the Options Screen are sound and 
volume choices. Click and drag the oppropriote slider up or 
down to odjust volume, or bolonce music ond sound. By 
clicking on Voices ond/or Subtitles, you choose whether you 
wont to heor the Chorocters speok, reod their dialogue, or 
both. 

In the upper right hand column of the Options Screen ore 
icons to return you to the Chorocter Sheet or Coming 
Screen. Also on the right is o brightness slider control to 
odjust the gome palette brightness. 
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Sooe/Restore 

The disk icon below the Options icon is the Sove/Restore 
icon. Clicking on this icon takes you to the Sove/Restore 
Screen. (The F2 key also tokes you to the Sove/Restore 
ScreenJ 

Ten save game slots are ovoiloble. Click on the scroll orrows 
to scroll through the sove gome slots. By moving the mouse 
cursor ond clicking, highlight the save game slot desired. 
Click on the Sove button and you may renome the highlight- 
ed sove game. Press the ENTER/RETURN key to save the 
game. 

To restore a previously soved gome, highlight the soved 
game you wish to restore. Press the ENTER/RETURN key to 
restore the game, or click on the Restore button. 

You con bring up the Main Menu from the Sove/Restore 
screen by clicking over the Moin Menu button. On the Moin 
Menu screen the choices are: 

Restore on Old Gome 
Continue Current Gome* 

Start o New Gome 
Return to DOS 

*oppeors onlij if Main Menu is occessed during gome plog. 

You moy also return to either the Coming Screen or 
Chorocter Sheet by clicking on the oppropriote button in the 
upper right corner of the Sove/Restore Screen. 



Drop Objects 

The open bond with the down orrow allows you to drop 
objects on the Gaming Screen. With an object on the cursor; 
place the cursor over the Drop Objects icon ond click. The 
object is dropped on the Goming Screen. Objects dropped on 
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the goming screen appear in the square directig in front of 
the Ploger Choracter; unless thot square is occupied bg a 
wall, exit, or other moss which might preuent the object 
from being dropped. If the squore directig in front of the 
chorocter is occupied, the object is dropped in the some 
square in which the Ploger Chorocter is standing. 



Rutomap 

The icon in the bottom right-hand corner is the flutomop 
icon. Clicking here brings up the flutomop. See the 
"flutomopping" section on page 40 for more informotion. 
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Things Vou Con Oo from -the 
Gaming Screen 

All combat, spellcosting, and explorotion in flnwil of Down 
tokes place from the Goming Screen. When other screens ore 
octivoted, theg ouerlog the Gaming Screen. Exomples are the 
Chorocter Sheet and the flutomop. 

Access the Character Sheet bg clicking over the Character 
Portrait. 

Requiring Neu« Spells 

Throughout the gome, spells are ocquired either from 
encounters with various NPCs or from scrolls which conveg 
the knowledge of the spell. Scrolls must be placed in the 
Ploger Choracter's hand. Clicking on on in-hond scroll dis- 
plogs o blow up of the scroll. After it has been reod, the 
scroll disoppears and a description of the spell is odded to 
the spell book. 

Rtfock Opponent 

Refer to the instructions in the "Combat" section, beginning 
on page 12. 

Cast Spells of Elernentol Magic 

To cast 0 spell, gou must click on a spell icon. Spell icons ore 
disploged below the Chorocter Portroit on the right-hond 
side of the Gaming Screen. When more thon eight spells hove 
been ocquired, left and right arrow buttons appear below 
the spell icons, ollowing gou to scroll between columns of 
disploged spells bg clicking on the appropriate button. 

Drink a Potion 

Pick up the potion ploce the potion in one of the in-hond 
boxes and click, fl potion can olso be used from the 
Chorocter Sheet bg clicking with the potion over the Bonds 
icon. 
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Fire a Ranged Weapon [Crossbou#D 

The crossbotw must be ploced in one of the Ployer 
Chorocter's hands. Clicking on the in-hond iveopon from the 
Coming Screen fires the meopon. Bolts for the crossbow 
must be in the Ploger Chorocter's inuentorg. It is a good 
idea to recover expended ammunition after using the cross- 
bow. 

Read a Scroll 

Scrolls can be read from the Coming Screen bg placing them 
in-hond ond clicking on them. Theg con also be reod from 
the Chorocter Sheet. With the scroll on the mouse cursoi; 
ploce it over the Exomine Icon (the ege) ond click. Rnother 
click returns gou to the Coming Screen or Chorocter Sheet. 

Navigate 

Wotch the locol Rutomop in the lower right-hond corner of 
the Coming Screen to mointoin gour orientation ond use the 
full Rutomop selection to view gour progress throughout the 
gome. Rutomop con be selected bg clicking over the locol 
Rutomop icon ot the bottom right of the Coming Screen. 
More information on the Rutomop is ouoiloble in the section 
on "Rutomopping',' storting on page 40. 

Open Doors 

Doors open bg the use of vorious buttons and levers, os 
well os bg pressure plates (both visible and invisible). Some 
doors mog require o keg or the use of speciol puzzle pieces 
to open, while others open after the correct object is placed 
in o neorbg object hole. 

Open Cbes'ts 

In various locotions throughout Anvil of Down, the Ploger 
Chorocter comes ocross chests. These chests ore immov- 
oble, but mog contoin valuable objects. Clicking on the chest 
will open the chest. The presence of on object within the 
chest couses the mouse cursor to take on the form of o 
green gauntlet. Rnother click ploces the object on the mouse 
cursor; to be ploced in inventorg os described in the section 
"Inventorg Box" on poge 27 
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Some chests contain multiple objects, some one object, and 
some none. 

Pick Up and Drop Objects/Rdd Items to 
Inventory 

When the mouse cursor is moved over on object which con 
be picked up, the cursor tokes on the oppeoronce of o green 
gauntlet. Bg clicking when the gauntlet is over on object, the 
object is picked up. Rnother click drops it. To keep the object 
and odd it gour chorocter's inventorg, pick up the object 
ond R-click. Rs on alternative, move the cursor with the 
object on it over the Chorocter Portrait, click to bring up 
the Chorocter Sheet ond clicking ogoin with the item over 
the Inventorg Box will ploce the item in Inventorg. 

Each object in Anvil of Down has its own weight, in this wag 
one or more objects con be used to weigh down o pressure 
plote. The weight of objects olso counts toward o Ploger 
Chorocter's encumbronce. Some objects, such os scrolls and 
kegs, ore considered light weight ond neither count toward 
encumbronce nor con theg be used to weigh down pressure 
plotes. For more informotion on encumbronce, see the sec- 
tion "Encumbronce" on page 22. 

Using Keys 

Place the oppropriote keg over o keghole on the Coming 
Screen ond click to open the lock. Kegholes in Anvil of Down 
ore found on pedestols which ore olwogs locoted neor the 
doors theg octivote. 

Use an Object in a Character's Hand 

Click on the object or weapon where it oppeors below the 
Chorocter Portroit on the Gaming Screen. 
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Dungeon Oeuices 

Dungeons in flnuil of Down contoin uorious trops and 
deuices, such os spikes ond teleporters, the natures of which 
ore exploined below: 

Balls 

When encountered, some balls ore mowing while others 
remain stationorg. the Player Chorocter takes damoge if hit 
by o mowing boll. Stationary bolls con be mowed to weigh 
down pressure plates, prowiding o clear path exists for the 
boll to mowe. Stotionory bolls con be pushed by ottempting 
to howe the Player Chorocter walk through them. 

Blocks 

Blocks con be mowed to weigh down pressure plates, prowid- 
ed o clear poth exists for the block to mowe. Blocks can be 
pushed by attempting to howe the Ployer Character walk 
through them. 

Blocks con be destroyed by inflicting weopon or spell dom- 
oge upon them, fill blocks do not howe the some number of 
Hit Points, making some blocks harder to destroy thon oth- 
ers. 

Buttons 

Buttons ore often used to open doors or perform some 
other action, such as actiwoting o teleporter or o slider 
Buttons themselwes con be octiwe or inoctiwe. Inoctiwe but- 
tons can be toggled to octiwe by the use of onother nearby 
button, lewei; or pressure plate. 

Xllusionory Walls 

Illusionory Wolls look like regular wolls. They ore not trig- 
gered by ony action, but, by their wery nature, the Ployer 
Character can wolk through them without difficulty. 

Pi'ts 

The Ployer Character con be injured by falling down a pit. 
Pits can be open or closed when encountered and con be 
toggled open or closed by using nearby buttons, lewers, or 
pressure plotes. 
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Pressure Plates 

Pressure plates perform o woriety of actions, from opening 
doors to lounching spell trops. Pressure plotes can be wisible 
or inwisible. They moy be octiwe or inoctiwe, ond moy be 
toggled on or off by using o nearby button or lewer 

Pressure plates howe both on up ond o down oction. For 
exomple, the down oction of o giwen pressure plote moy be 
to open o dooi; while the up action closes the door 

Pressure plotes moy be weighed down by a woriety of 
means, including moweable blocks or any number of inwento- 
ry items whose combined weight is sufficient to keep the 
pressure plate down. 

Secret Doors 

Secret doors look like wolls, but they open and close by 
some action. Secret doors may be opened by o neorby but- 
ton, lewei; or pressure plote. 

Sliders 

When the Ployer Chorocter steps into o squore contoining a 
slidei; it mowes the Ployer Chorocter in o certain direction 
for o certain distance. Sliders can be octiwe or inoctiwe, and 
moy be toggled on ond off by neorby buttons, lewers, or 
pressure plotes. 

Spell Reflectors 

Spell Reflectors ore permanent and stotionory mogic barri- 
ers which operote in the same woy os the spell Reflections 
of the Lake. B rippling barrier hurls any spell cast its way 
bock in the direction from which it come. 

Spikes 

Spikes ore positioned os trops in the worious dungeons of 
flnwii of Down. The Player Chorocter tokes domoge by step- 
ping on or ewen ottempting to turn within o square contain- 
ing spikes. 
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Spinners 

When the Player Chorocter enters o sqoore containing a 
spinner; it spins the Player Character to face a different 
direction. This dungeon trap attempts to disorient the 
Player Character 

It is possible to turn normolly within o space occupied by a 
spinner once the spinner hos spun the Ployer Chorocter to 
o new facing. 

More difficult to deal with, continual spinners spin without 
stopping until the Player Chorocter monoges to step off. 

T eleporters 

Teleporters moue the Player Chorocter instantaneously 
from one locotion to onother Some teleporters houe two 
destinotion points, ond these alwoys alternote. For example, 
the first time a teleporter is used it teleports the Ployer 
Chorocter to the first destinotion, the next time used to the 
second destinotion, returning upon the third use to the first 
destination. 

Teleporters can be actiue or inoctiue. If inoctive, they can 
be toggled on by a neorby button, leuet; or pressure plate. 

Zones 

Vorious mogicol zones exist in the world of Tempest. 
Depending upon the nature of the zone, they: 

T empororily reduce the Player Cborocter's Strength 

T empororily reduce the Ployer Chorocter's Spell Points 

Block the costing of magic 

Mognify the damage of fire-bosed spells 

Mognify the domoge of lightning-bosed spells 

Cause confusion, moking walking ond turning difficuft 
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Sac#e, Load^ Pause, and Qui't 

Soue Gome 

The game can be saved from the Chorocter Sheet by click- 
ing on the Soue Gome Icon (disk). For more informotion, see 
the section "Soue/Restore" on page 31. 

Restore Gome 

Restore a previously soved game from the Moin Menu by 
choosing Restore an Old Gome. This can be done upon 
storting the game, or from the Sove/Restore screen. For 
more information, see the section "Sove/Restore" on poge 31. 

Pause Game 

Pouse the gome ot any time by clicking on the Character 
Portrait to disploy the Character Sheet. 

Quit Game 

Hitting the ESC Key from the Coming Screen (interior dun- 
geons or exterior scenes) returns you to the Moin Menu. The 
choice in the lower right is Return to DOS. 
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Ru'tomapping 

fls you explore the exterior locations of Tempest, clicking 
on the flutomop icon in the lower right-hand side of the 
Gaming Screen brings up a map of Tempest. By clicking ond 
holding down the mouse button, you may drag the map 
across the screen, fls ploy progresses, the progress of your 
Ployer Charocter ocross the mop is displayed. R-click 
returns you to the Goming Screen. 


When exploring an interior dungeon, the flutomop disploys 
the dungeon map. 



In the upper right-hand corner of the dungeon flutomop, 
clicking on the Player Character icon or the Gaming Screen 
icon returns you to the Chorocter Sheet and the Gaming 
Screen, respectively. 

Line of Sight 

The oreo mop is based on your Ployer Chorocter's line-of- 
sight, so only ports of a dungeon thot hove been explored 
ore shown. Everything on the map reflects the current sta- 
tus of the items shown. Doors are displayed open or closed. 
This mokes outomopping o very useful tool. Walls, insets, 
doors, floors, trap doors, rugs, pressure plotes, illusionary 
walls, your Ployer Chorocter; trees, creatures, NPCs, ond fur- 
niture ore all disployed on the mop. Note, however; thot 
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items ond creotures of which your Player Chorocter are not 
yet owore are not shown. 

Writ-e/Erase 

Clicking on the quill icon enables you to write text on the 
flutomop. To erase text, select the quill ond then R-click on 
the text you would like to erose. 

Display Text. 

Clicking on the fl. . . icon toggles the disploy of text on the 
flutomop. 

Options 

Clicking on the Options icon displays Gome Options. See the 
section "Options Icon" on poge 30. 

Viecuing Multiple Mops 

The Multiple Maps icon ollows you to scroll through ovoiloble 
mops. 

Sauing and Printing the fiutorr>ap 

Click on the Disk icon to print ond/or sove the flutomop. 
Choose whether to send flutomop output to the printer or 
to disk from the Options Screen (see the section "Options 
Icon" on poge 30). When sent to disk, the flutomop is saved 
in a directory colled flutomops os o text file. 

Global RuLomap 

The Global flutomop icon displays dungeon levels explored in 
previous games thot go beyond the Ployer Chorocter's 
experience in the current gome. Mop oreos not yet explored 
in the current gome ore shown os walls only, with legend 
informotion missing. 

Returning to the Gaming Screen or the 
Character Sheet 

In the upper right-hand corner of the flutomop screen ore 
two buttons. The button on the right returns you to the 
Gaming Screen, whereas the button on the left returns you 
to the Character Sheet 
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The Spelfs of Tempesf 


Eor-bh Mogic 



Iron Fist of Cboos 


6(j the mogic gestures of Iron Fist of Choos, globules of liq- 
uid iron orise. Theg coolesce into the shope of o gountleted 
fist which speeds forword toward its torget. Some Eorth- 
bosed creotures possess the obilitg to cost this spell, and it 
is known to be used in spell trops loid bg powerful mages. 


fls the coster's experience in Eorth-bosed spells increases, 
so does the domoge inflicted bg this spell. 



Gronit-e Word of T empered Skin 


6g meons of this spell, the coster's bodg grows hard as 
stone while mointoining the flexibilitg of flesh. This hardened 
shell reduces the effectiueness of most normal weopons. It 
also offers protection ogainst some spells. 


Rs the caster's experience in Eorth-bosed spells increoses, 
so does the effectiueness ond duration of the spell. 



Deadly Spores of Earthen Rot 


Oeodig Spores of Eorthen Rot summons large, mushroom- 
like puff balls. Bg this spell, theg grow and swell, bursting to 
spew forth clouds of hormful spores. Lingering in the air; 
these spores inflict domage to ong liuing creoture thot 
passes through them, though it is sometimes possible to run 
through such an afflicted area with minimal problems. 


Rs the coster's experience in Eorth-bosed spells increoses, 
so does the durotion, and domage done bg this spell. Oeadig 
Spores of Earthen Rot is used in o uorietg of spell trops. 
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Certoin creotures of Tempest are known to be immune to 
this spell. 


Wind Moqic 



Dance Upon the Stones of Wind 


This spell ollows the coster to auoid some trops such as pits 
and pressure plotes. It forms a blonket of swirling oir 
beneath the feet, which octs as a barrier between the coster 
ond the ground. When in effect, the choracter's footfolls mog 
corrg him or her sofelg ouer trops, pits, and pressure 
plotes. 


Rs the coster's experience in Wind-bosed spells increases, so 
does the durotion of this spell. Depending upon the coster's 
experience. Donee Upon the Stones of Wind mag allow sofe 
possoge ouer o pressure plote, but not preuent the octiuo- 
tion of onother tgpe of floor-bosed trop. 



Shrouded Gale of Vengeful Winds 


R defensiue mogic. Shrouded Gole of Vengeful Winds creotes 
o powerful current of oii^ blowing ong creoture in the spell's 
path bockwords. It's on effectiue spell in preuenting creo- 
tures from getting close enough for melee combot. Bewore, 
for this spell is often used in setting spell trops. The effec- 
tiueness of some spells con be blunted bg casting this spell 
in response. If Shrouded Gole of Vengeful Winds trouels 
through an oreo where Unholg Conflogrotion, Rsh ond 
Cinders, or Deadig Spores of Earthen Rot is present, it's 
force subdues ond extinguishes the preuious spell. 


Rs the coster's experience in Wind-bosed spells increoses, so 
does the range of the Shrouded Gole of Vengeful Winds. 
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Ghastly HotuI of Mortal fingulsh 

By means of this spell, a high-pitched, ghost-like u/oil is gen- 
eroted, injuring any creoture stonding before you. Creatures 
that do not have living bodies suffer no domoge from the 
Ghostly Howl of Mortal Anguish. 

As the caster's experience in Wind-based spells increases, so 
does the domoge inflicted by this spell. 


Fire Mogic 



Unholy Conflagration 


By the magic gestures of Unholy Conflagrotion, blue-hued 
flames erupt from the floor raging in volatile and unnaturol 
flares. Burning in ploce, these flames inflict domoge to ony 
living creature thot posses through them, though it is some- 
times possible to run through such an afflicted area with 
minimol problems. The spell itself con be affected by other 
magics, such os the Shrouded Gole of Vengeful Winds. 


As the coster's experience in Fire-based spells increases, so 
does the ronge, damage, and duration of this spell. 


Bsh and Cinders 

Ash and Cinders brings into being hot, burning cinders. They 
form obove and floot to the ground. Any living thing within 
the offlicted oreo suffers domoge from the burning pres- 
ence. It is know that certoin Wind-bosed spells may cool the 
effect long enough to allow safe passage, while it is olso 
sometimes possible to run through such on offlicted oreo 
with minimal problems. 

As the coster's experience in Fire-based spells increases, so 
does the damage and duration of this spell. This spell is 
often used in spell trops, and powerful moges hove been 
known to set never-ending barriers of Ash and Cinders in 
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ploce to protect their treosures. 



Fire Haven 


This spell offers portiol protection from Fire-bosed spells. It 
surrounds its coster in o protective aura, one which reduces 
the omount of domoge coused by magical fires. 


As the caster's experience in Fire-bosed magic increoses, so 
does the duration ond effectiveness of this spell. For the 
durotion of this spell, the Charocter Portrait is circled by an 
orange glow. 


Water Moqic 



Shackles of Ice 


By meons of this spell, you can hold on opponent in ploce 
for o limited time. When cost, o swirling maelstrom of frozen 
oir circles before you, then rushes forward toward it's tar- 
get. A creoture struck by Shackles of Ice freezes to blue 
and is immobilized for o time. Fire-bosed creatures and some 
other powerful beosts prove impervious to the effects of 
this spell. 


As the coster's experience in Woter-bosed mogic increoses, 
so does the duration and effectiveness of this spell. 



Reflections of the Lake 


Reflections of the Lake offers protection ogoinst mogical 
ottocks. By this mogic, you sholl be encased within o rippling 
borrier well able to hurl bock an opponent’s spell in the 
direction from which it come. Some creatures born of Water 
use Reflections of the Lake as on effective defense, and it is 
know to be used in keeps to prevent mages from effectively 
employing their mogics. 
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fls the coster's experience in Woter-bosed mogic increoses, 
so does the duration of this spell. For the durotion of this 
spell, the Chorocter Portroit is circled by o blue glow. 



Vampiric Mist of Innate Weokness 


With both offensive and defensive quolities, this spell creotes 
a wall of rolling, green-blue gas which droins life from ony 
creature standing in it's path, tronsferring thot life force 
back to the spell's coster While wounds ond other energies 
con be regeneroted in this way, the spell cannot grant the 
coster a life force greoter than his or her natural energies. 


FIs the caster's experience in Woter-bosed spells increoses, 
so does the duration and effectiveness of this spell. 
Creatures which possess no natural life force of their own 
ore unoffected by this spell. 



Foanfoin of Scorching Vapors 


When this spell is cast, the eorth rumbles, splitting to 
releose multiple clouds of scoring steom. Any creoture or 
opponent standing where the spell erupts takes domoge. 
Flfter angrily billowing out of the earth, the steam fades, 
leoving no troce of its domoging eruption behind. 


FIs the coster’s experience in Woter-bosed spells increoses, 
so does the domoge of this spell. The noture of some crea- 
tures renders them impervious or less susceptible to the 
domoge caused by the Fountoin of Scorching Vopors. 
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LiQb-bning Moqic 


u 

Laughing Skull of Thunderous Might 

By the mogic gestures. Laughing Skull of Thunderous Might 
forms into o greot skull forged of lightning. This apparition 
speeds awoy, generating o thunderous lough as it surges 
toward it's torget. When the skull strikes, it erupts in a dom- 
oging explosion. 

fls the caster's experience in Lightning-bosed magic increos- 
es, so does the domoge inflicted by this spell, and it is often 
used in spell traps os o meons to confuse ond confound 
adventurers. 



Roaring Column of Lightning Wild 


Roaring column of Lightning Wild summons o tornodo of 
raging thunder ond light. Rising from the flooi; it whirls in o 
fury as tendrils of lightning strike oway from it's greot, 
energized column. The motion of the column corries it for- 
ward, inflicting heavy domoge to any creature it encounters. 


fls the caster's experience in Lightning-based mogic increos- 
es, so does the domoge inflicted by this spell. Lightning- 
bosed creotures possess the obility to cost this spell, and it 
makes o deadly spell trop. 



Heavenly Mend of Unseen flrt-isans 


By means of this spell, collapsed structures may be mode 
whole, damoged monuments restored, and shottered bridges 
rebuilt. The effect is specific to domoged man-mode struc- 
tures ond is not useful in treoting naturolly occurring disas- 
ters. Though of limited use, this speciol magic proves invalu- 
able where it can be employed. 


Unlike mony spells, the Heovenly Mend of Unseen Artisans 
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works to its maximum effect, regardless of the coster's 
experience in Lightning-based mogic. 


Flesh Mogic 



Blessed Weoc*e of Healing Wounds 


The effect of this magic is simple ond stroightforward; it 
heals wounds. 


fls the caster's experience in Flesh-based spells increoses, so 
does the amount of domoge healed. It is known thot some 
creotures are copoble of casting this spell, odding to their 
endurance as they battle for their own Hues. 


Heightened Flesh of Strength ond Hale 

This protectiue spell allows wounds to heal naturollg ot o 
pace foster than would normally occur 

Rs the coster's experience in Flesh-bosed mogic increoses, so 
does the omount of domoge heoled, the rate of heoling, and 
the durotion of the spell. For the duration of the spell, the 
Chorocter Portrait is surrounded by o flesh-colored glow. 



Bane's Boiling Blood 


By meons of this magic, the blood of the torget begins to 
boil, deliuering terrible damage to the unfortunote creoture 
under ottack. Some of the creotures of Tempest haue 
deueloped a natural resistonce to this dongerous mogic. 


Rs the coster's experience in Flesh-bosed mogic increoses, so 
does the amount of damage inflicted by the spell. 


H8 



The Strength of Titans 


When cast, this spell temporarily enhonces strength. When 
noturol obility has been reduced by affliction or attack. The 
Strength of Titans con temporarily restore the strength 
needed to suruiue the bottle. 


Rs the caster's experience in Flesh-based mogic increases, so 
does the durotion ond effectiueness of this spell. For the 
durotion of the spell, the Chorocter Portroit is surrounded 
by o green glow. 



Rage of Fallen Heroes 


Rage of Follen Heroes is of the Discipline of Flesh. This spell 
tempororily enhonces the fighting ability of the caster ond 
improues the caster's proficiency with weapons. Rage of 
Fallen Heroes increoses the likelihood of the coster landing o 
solid hit ogoinst his or her opponent and reduces the dom- 
oge of blows receiued by the coster Unfortunotely, strength 
steadily decreoses ond it is impossible to launch spell 
ottacks under the influence of this spell. 


Rs the caster's experience in Flesh-bosed spells increases, so 
does the spell's duration and effectiueness. For the durotion 
of this spell, the Chorocter Portrait turns red. 


Void 



Rifual of Unmaking 


The Ritual of Unmoking proues itself either deadly or utterly 
ineffectiue. If o creoture proues uulneroble to the effects of 
this spell, it dissolues. The torget becomes "unmode" If the 
torget is immune to the spell, nothing hoppens and the 
creoture remoins undamaged. Choose your torget well, for 
the Rituol of Unmoking is costly to use. 
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The Dark Cloak of Shadocu 


The Dark Cloak of Shadou/s is of the Discipline of the Void. 
When used, the coster tokes on the form ond essence of 
shadow/. This spell provides some defense agoinst physical 
attacks, and can prevent deoth from foiling into pits ond 
traps. It cannot protect against magical ottocks. 


fls the coster’s experience in void-based mogic increases, so 
does the durotion and effectiveness of the spell. 



Soul Link 


Soul Link is of the Discipline of the Void. It creotes o magical 
buffer of life force, one which is outomoticollg drown upon 
bg the caster ot the moment of defeot ond death. When 
killed bg on opponent, the caster finds him or herself resur- 
rected in the some ploce, but greotig weokened. 


FIs the coster's experience in Void-bosed magic increases, so 
does the durotion and effectiveness of this spell. If the 
caster is poisoned, diseosed, or suffering some other offlic- 
tion ot the time of death, the affliction remoins upon resur- 
rection. For the durotion of this spell, the Chorocter Portroit 
is surrounded bg a grog glow. 
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OEROLV DENIZENS 


Rrocinfon't 

Like mong other creatures, orocinfonts 
were creoted bg the horrific powers of 
the Dork Slog. Combining the features of 
the goungest victims of war with those 
of o deodlg spidei; Orocinfonts ore often sent to the fore- 
front of dungeon battles in order to instill fear in the good 
forces of Tempest. 

With their heightened sense of smell, these ceiling-wolkers 
search out their preg ond ottock with a whip-like tongue. 
Their wailing erg hos been known to unnerve even the hordi- 
est adventurer In combot, crossbows ond speors con keep 
the Orocinfonts tongue ot a sofe distonce. 



Beas't of Trung 

0 noturol inhabitant of the swompg 
areas of Tempest, it is most often 
encountered in the Quogmire. 0 danger- 
ous, though not verg intelligent beast, it 
con surprise the unworg traveler os its 
ottock proceeds not from its great 
mouth, but springs up out of the worts ond mounds across 
its back. Here lurk dongerous porosites sporting long, 
clawed orms. Fortunateig, killing the Beost of Trung olso 
results in the deoths of its porosites. 

H direct ossoult with speor and oxe hos been shown on 
effective remedg for an encounter with this creature. 
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Blood SpatMO 



fls u/arriors and creotures foil in bottle, 
the pouter of the Dork Slog droins the 
blood from their bodies and gives birth to 
these foul creatures. 


Blood Thorns 

Blood Thorns hove o reputotion os dun- 
geon tweeds, underground lurkers likeig to 
block the progress of on oduenturer 
through twhot mog oireodg be o dangerous 
lobgrinth. Theg ore rumored to be resis- 
tant to magic, ond their razoi — sharp 
thorns con tear an untworg adventurer to 
pieces. 

In combat, o Blood Thorn loshes out twith its tentacles, ond 
its o<eed-like noture mokes it resistont to attocks from 
speor ond crossbow, fl direct ossoult on the beost often 
proves best. 



Braid Stone 



This elemental beost of stone is encoun- 
tered in rockg areas, where it delivers on 
horrific biting attack on unsuspecting 
trovelers. One of the living elementol 
creatures of Tempest, the Broid Stone 
connot be soid to be inherentig evil, but 
its territoriol instincts prove so strong 
thot ovoiding its home oreos is the onig wog to keep out of 
o fight with this terrifging creature. Hocking weopons ore 
known to be effective ogoinst the braid stone. 
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Cocoflend 


fl demon of sorts, the Cocofiend wields 
^ lightning, os the noture of its plone of exis- 
^^tence is strong in thot element. It is known 
that powerful mogic con summon beasts 
• and beings from other plones to the world 
of Tempest, but it is not known whether 
the Worlord controls such horrible beasts, 
or if theg hove joined his evil fight on their own. 



Fortunoteig, the wings of the Cocofiend are neorIg useless in 
the confined spaces of o dungeon and it is forced to hop in 
o clumsg fashion. Its nature makes it resistant to Lightning 
based mogic. 

Castellan 

Known os the Worlord's most trusted wor- 
rior; the Costellon hos been chorged with 
the defense of the Worlord's stronghold, for 
in this evil keep rests the Oork Slog. Gifted 
bg the Warlord with a speciol, magicollg 
endowed armor; it is soid the Costellon is 
unbeotoble in bottle, impervious to oil weopons ond mogic. 

In combot the Costellon attacks with o mossive, two-hond- 
ed, bronze bottle-oxe with a pike blode fixed to the top of 
the hoft. 






Clansman 


The Clonsmen ore o worrior race that live 
in the once wooded area neor Gorge Keep. 

Known to trade across the Scar with the 
evil roces who inhabit Oesolotion, the 
clonsmen ollied with the Warlord, their 
respect for the strength of his ormies 
greoter than their hesitation regording his dark and ruthless 
noture. 
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Colossal Baboon 

Huge and powerful beasts, they are native 
to Tempest . Though they fight for the 
Warlord, they do so only because their Lord 
ond King hos been imprisoned by the dark 
forces of Tempest. The price of his life is 
their unquestioned obedience to the 
Worlord. 

In combat. Colossal Baboons ottock by a straight-forword 
chorge and pummeling of their victims. 



Oev^ourer of Souls 

This creoture is o blend of the Void and ele- 
ments of the Flesh. When a victim is sloin by 
the Oevourer of Souls, its flesh is obsorbed 
into the creoture's form ond the soul of the 
victim becomes tropped within the monster 
until the beost dies or is destroyed. 

In combot, the Oevourer reoches out with 
its mossive orroy of mouths, seeking to 
suck the soul from its opponent. The Oevourer has o natural 
resistance to mogicol ottocks. 



Droivned Sailor 

These evil obominotions inhabit a sunken 
ship, the masts of which are visible obove 
the woter; off shore neor the Oork Lontern. 
Pirotes by noture, their corgoes are known 
to be of even greater worth thon gold ond 
jewels, for they often trade in sloves, creo- 
tures, ond it is rumored demons. Though 
drowned, their stubborn, greedy notures will 
not allow them to admit their deoths, ond 
so they continue to protect whatever unlucky cargo went 
down with their ship. 
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In combot they lunge forword feorlessly with their swords, 
for terror and pain ore no longer o port of their experience. 
The greot, sweeping blows of o hocking weapon con be useful 
against these creotures, while their watery nature is likely to 
dampen the effect of Fire-bosed mogics ond enhonce 
Lightning-based mogics. 

Earthbile 

The Dark Slog corrupts the eorth itself to 
produce this rancid incornotion of the ele- 
ment of Eorth. Eorthbile ottocks by hurling 
globes of rock ond an ocid-like ooze copo- 
ble of poisoning its victim, and in close quorters launches a 
spitting ottock. Though risky, a quick woy to dispatch 
Eorthbile is with a well-honed bottle oxe. 

Fungus Man 

These creatures lurk in the forests of 
Tempest. Created by the power of the 
Dork Slog, the Fungus lion is o fused 
nightmore of human flesh, fungi, ond vari- 
ous pieces of forest debris. 

In combot, these creatures lash out with 
wooden claws. The bottle oxe and sword are known to be 
effective weapons ogoinst the Fungus Mon, while the speot; 
crossbow, and throwing knives prove less useful. 




Hagborn 





These half-serpent, holf-humon creotures 
have lurked in the deep underground 
regions of Tempest for os long os the 
inhobitonts of Tempest hove recorded his- 
tory. Though not inherently evil, they do 
attack onyone or onything intruding into 
their loirs. 


In combat, Hogborns hurl deodly spheres of lightning and 
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prove resistont to ony Lightning-bosed mogic used ogoinst 
them. 


Ice Worm 


Monsters immune to the magics of Wind and 
Water; impervious to cold, the noture of the 
Ice Worm is to burrow deep. Though huge in 
size, they ore most often found in the lower 
levels of dungeon. 

In combat, the Ice Worm lunges forward, 
attempting to inflict domoge with its rozor- 
sharp fongs. Spells from the discipline of Fire 
ond the use of thrusting weopons can be used ogoinst the 
Ice Worm to good effect. 



Infernal Bones 



Although Infernol Bones take the shape of 
skeletons, they ore comprised entirely of the 
element of Fire. Because of their noture, 
these creotures prove immune to Fire-bosed 
mogic. These apporitions ore not noturol to 
Tempest, but ore summoned into being by 
forces loyol to the Warlord and empowered 
by the evil of the Dark Slog. 


in 


When encountered. Infernal Bones are 
floming swords and shields for their use 
drowing them out of the very oir: 

I ester 


Reflections of the Worlord's worped sense of 
humor; the Jester would seem o whimsicol 
creoture were it not copoble of wielding magi- 
cal attacks that can toke o mon's life in an 
instant. In combot, the Jester juggles floming 
skulls, lounching them at its opponents. 


known to summon 
battle, as if 
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luggernaat 

These monstrous forges of stone ond fire 
do not move, yet whot they lock in mobility, 
they more thon moke up for in their monu- 
mentol strength ond resistance to ottock. 
It is rumored omong the forces of Tempest 
thot Juggernauts were once used to receive 
socrifices, perhaps even humon socrifice. 
Now they ore used by the Worlord to block 
the movement of scouts ond even whole ormies. 

In combat, the Juggernout loshes out at its opponent with 
o dangerous tongue of fire. Spells whose effects depend 
upon damaging a living torget (such os Bone's Boiling Blood) 
hove little or no effect ogoinst Juggernouts. Direct physical 
ottocks, especially with hocking weopons con produce an 
effective result. 



Lurking Claw 

A creature of the wotery depths, the 
Lurking Clow is soid to be impervious to 
most Wind and Water bosed spells, yet by 
its nature hos few defenses ogoinst Forth- 
based spells. 

In combat, the Lurking Claw snaps out at 
its opponent with two of the great clows 
from which it tokes its nome, while its hord 
shell eosily blunts the effects of any bloded weopon used 
ogoinst it. 



Lurking Stench 

This creature is often found in the City of 
the Dead, where the fallen litter the 
ground. The Lurking Stench is yet onother 
abomination created by the power of the 
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Dark Slog. Striking feor into the heorts of the enemg, the 
Oork Slog brings to life the stench and diseose surrounding 
o rotting corpse, ollou/ing it to toke on the form of the sol- 
dier from which it orose. 

In combot, the Lurking Stench mokes o sword ottock. The 
creoture proues susceptible to o return ottock of the some 
sort ond o powerful spell is not wosted in trying to destroy 
the beost. 


Messengers 

t xr The primory tosk of the Messenger is 
to reloy informotion, especiolly bottle 
orders, from the Worlord to his 
ormies in the field. Sometimes they 
ore known to corry spell scrolls, 
delivering powerful mogics to the leod 
elements of the Horde. Though quick 
ond ogile, the fighting obility of the Messenger is not to be 
underestimoted, for they ore tough ond well-seosoned bottle 
ueterons. 

In combot, the Messenger fights with o stoff ond proves 
quite odept in the deodly use of such o light weopon. 


Miner*jan Harpy 


fin owl-like flying creoture, the horpy 
is legendory in its obility to guord 
socred temples. In combot, it 
moneuvers eosily within the confines 
of o dungeon ond ottocks with its 
rozored tolons. Horpys oct os 
guordions of the Temple of the Moon 
ond fiercely defend the mysterious ond divine Orocle. 
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M»re(urk 


Mirelurks belong to one of the evil roces 
of Tempest ond needed little persuoding 
to join the forces of the Worlord. fls o 
roce, they support the Worlord's plon for 
conquest, though stories ore told obout 
° smoll number of these lizord-men who 
hove devoted themselves to promoting 
justice ond the woys of good. 

They ore most often encountered in combot wielding swords. 


Murk Elenrent-al 



The Murk Elementol is o rore type of 
Woter Elementol found only in swomps, 
ond especiolly in thot dork ond ominous 
region of Tempest known os the 
Quogmire. Toking on the vogue form of o 
humon femole, it ottocks by loshing out 
with its shopeless oppendoges. 


Becouse of its noture, physicol weopons do not prove neorly 
os effective ogoinst o murk elementol os does ony type of 
mogic. However; of the mogics, Fire-bosed is the leost useful. 


Pockrat 

While the Pockrot offers little physicol 
dongei; it threotens odventurers becouse 
of its propensity for theft. Known to 
steol supplies, weopons, ond ony object 
thot cotches its foncy, the Pockrot then 
teleports to o loir where it con deposit 
its ill-gotten goods. Mony trovelers 
ocross Tempest hove been deloyed by the need to find o 
Pockrot's loir ond retrieve their missing supplies. 
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In combot, the Pockrot employs o cloiwing ond siwiping 
ottock designed to acquire ong items carried by its oppo- 
nent. Though no odventurer hos recorded a clear reason for 
it, the Pockrat is soid to be immune to the spell Shackles of 
Ice. 





Quiv^ering Pool 

The Quiuering Pool stretches out 
.across the dungeon floor; o pool 
. of melted flesh created by the 
powers of the Dark Slog. Like 
every monifestation of the Dork Slag's power; the one ond 
only purpose of the Quivering Pool is to oid the Worlord's 
armies in their destruction of Tempest, which it can best 
occomplish by gushing from the floor to ottock ony unwary 
scouts of Tempest looking for a weokness in the enemy line. 

In combot, the Quivering Pool attacks by unsheathing the 
remains of o bone from its flesh and using it os o blunt, 
striking weopon. 


Slog Rider 

Shunned by many of the humon roces of 
Tempest, the Slogs reside in remote 
londs. Oork and onimol-like, lorge num- 
bers of these creotures hove rollied to 
the coll of the Worlord. Skilled covalry, 
they ore put to good use by the Worlord 
os scouts and shock troops. 

I Ir> combot. Slogs ride sovoge, sober — 
' • ■ toothed wolves bred for battle, flgoinst 

covolry, the only hope of the worrior on 
the ground is to use crossbows, speors, and powerful mog- 
ics. 
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Slither Fist 


fl direct result of the Dork Slog's power; the 
Slither Fist exists only becouse of thot evil 
gift's ability to unmoke ond warp the ele- 
ments. They ore not mogicol, however; ond 
ottock with knives in bond. Slither Fists con 
generally be found in forests and underground oreos. 

The ogility of the Slither Fist mokes it o poor target for 
ranged and thrusting weopons. 



Su#arrr> Malden 



Mosses of swarming insects, these crea- 
tures get their name by assuming the form 
of o human female. In this shope, they con 
use vorious forms of elementol mogic and 
ore capable of hurling balls of sworming 
insects at their opponents. Sworm Maidens 
possess a weakness to attacks based in the 
elemental magics of Wind ond Fire. 


f- 

Stuord Thane 


Thanes provide the heort ond backbone of 
the Worlord's ormy, ond con be thought of os 
his elite guord. They are often found os 
guords of specific sites, posted os a rear 
guord, or in areos where the Worlord wants 
ossurance thot neither enemy scouts nor 
potrols will break through the flonk of his 
moving Horde. 
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Thunder Demon 



Summoned from the elementol plone of 
Lightning, Thunder Demon ottocks by hurling 
spells from the elementol discipline of lightning 
at its foes. Because of its noture, Lightning- 
bosed spells are less effective against this 
creature. 


Tormented Soul 

FI creation of the Dark Slag, the Tormented 
Soul is the spirit of a victim sloin by the Horde 
but prevented from rejoining the Void. In being 
bound to Tempest by evil, such souls become 
the puppets of the Warlord. Becouse of their 
ethereal stote, they have on ossortment of 
magicol resistances and prove immune to 
weopons forged of normal steel. 

The ghostly nature of the Tormented Soul mokes it slightly 
more susceptible to mogicol attacks thon to a direct assault 
a»ith physical u^eopons. 



Void Monk 

Void Monks are special and powerful creatures. 
They are beings of the Void, summoned to 
Tempest as ossassins. Quick and powerful, they 
hove a number of spells ot their disposol. fls 
ogents of the Warlord, their cruel ottention 
has but one purpose now, to destroy those 
champions out to steol away the power of the 
Worlord.. 

In combat, the Void Monk ottocks with o leaping kick, dis- 
playing its omazing ogility. Known to be resistont to magic, 
the Void Monk's assault is best met with direct action. 



62 


WHl-0~W(sp 


Known to inhobit the oreo of 
Tempest known os the Quogmire, 
these creotures ottock by releosing o 
fiery flore thot swings toword its 
target. If opproached the Will-o-Wisp usuolly ottempts to 
retreat, stopping only when its pursuer stops, then to con- 
tinue its own ossoult. 



Wither Priest 

These henchmen of the Warlord are 
renowned for their mogicol abilities 
ond greotly feared by the forces 
defending Tempest. In touch with the 
elemental forces of the universe, they 
hove used their naturol abilities to 
aid the dork forces in their escope 
from Oesolotion, ond once ocross the Scot; to help destroy 
the green ond fertile londs of Tempest. 



Wyciern 



Mogicol in nature, the Wyvern is o 
smoll flying drogon which breothes o 
greenish torrent of flome ot its 
opponents. FIs might be expected in 
comboting a drogon of any sort, 
spells from the elementol discipline of 
Fire hove little effect ogainst this 
creoture. 
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Spell Page 

Rsh and Cinders HH 

Bane's Boiling Blood 48 

Blessed Wea^e of Healing Wounds 48 

Dance Upon the Stones of Wind 43 

The Dark Clook of Shadouu SO 

Deadly Spores of Earthen Rot 42 

Fire Hauen 4S 

Fountain of Scorching Vapors 46 

Ghastly Hou^l of Mortal Rnguish 44 

Granite Ward of Tempered Skin 42 

Heauenly Mend of Unseen Rrtisans 47 

Heightened Flesh of Strength and Hale 48 

Iron Fist of Chaos 42 

Laughing Skull of Thunderous Might 47 

Rage of Fallen Heroes 40 

Reflections of the Lake 4S 

Ritual of Unmaking 40 

Roaring Column of Lightning Wild 47 

Shackles of Ice 4S 

Shrouded Gale of Vengeful Winds 43 

Soul Link SO 

The Strength of Titans 40 

Unholy Conflagration 44 

Vampiric Mist of Innate Weakness 

64 


46 



i P.O. Box 4302, Hollywood, CA 90078 

■ New World Technical Support can be reached 

Monday through Friday at (818) 889-5650 
(9am to 12pm and 2pm to 5pm PST.). 
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